RAILWAY RIVALS 


As featured in O&W 6, players build, 
Operate and extend railway systems. 


Tacti¢al Studies Rules 


At 48p plus 11p p&p, kits available are: 


1A — SE Wales 
18 - London to Liverpool 
1D - New York to Chcago 
1G - Central Scotland 

1J - Mersey and Humber 


; punceous 
‘DRAGONS 


A fantasy world of Sword 

ry wargaming in which players become 
warriors, priests or wizards in order to slay 
easure, 

Played with pencil and paper or miniature 


So 


Railway Rivals Handbook - gives details 
lof actual networks built and geographical 
backgrounds as a supplement to kits 1A -| 
1D. 

Price 24p plus 9p p&p 


ORGANIZED CRIME 


This is a new board game in which play— 
ers become gangland racketeers in the 
sitister world of back stabbing and 
double-cross. Makes Diplomacy look 
like an afternoon tea-party! 

As reviewed in O&W 9 — £5.99 inc. p&p 


FIGHT in the SKIES 


[The latest boxed game from TSR. 
A simulation of WWI ariel combat, the 
lbox contains map, rule book, die-cut 
counters and summary sheets. 

For 2 — 12 players — £6.75 inc. p&p 


MeRCeCNGR 


Game of bribery and corruptton in war 
torn 15th century Europe, where 1 - 5 
players try by skill and cunning to gain 
Personal riches. Set includes map, 
rules and 220 counters — £2.35 inc. p&p 


Madame Guillotine 


France 1793 is the setting for this 2 -S 
player simulation of the brutal struggle 
for power — 75p inc. p&p 


GALACTIC WAR 


Table top space war gaime in booklet. 
As reviewed in O&W 8 — £1.00 inc. p&p 


3rd Millenia Games 
SHILOH - £1.60 
OPERATION MARKET GARDEN - £2.50 
POOR BLOODY INFANTRY - £1.50 


monsters and neh, for 


figures, it comes as three rule booklets with 


separate reference sheets in a booi< 


Pr 


se box. 


GREYHAWK: Supplement 1 to D&D - £3.40 


BLACKMOOR: Supplement 2 to D2D - £3.40 


DUNGEON! : Simplified board version of D&D 
- £8.50 


CHAINMAIL: Rules for medieval miniatures 
with fantasy supplement - £3.40 


WAR _OF WIZARDS: Two player game as 2ach 
fights as a mighty wizard ina 
fantastic sorcery duel - £4.95 


STAR PROBE: A game of adventure, conflict 
and exploration of space - £3.95 


CAVALIERS & ROUNDHEADS: Rules for ECW 
miniature wargaming ~ £2.25 


BOOT HILL: Rules for Wild West gunfights and 
campaigns - £3.40 


EMPIRE OF THE PETAL THRONE: Mammoth 
fantasy game played on the same 
basis as D&D. Box contains three 
campaign maps and 114 page game 
book - "only" £16.75 


PANZER WARFARE: Rules for micro battles 
of WWII ~ £2.75 


TRACTICS: Rules for WWII miniature wargames. 
, Three booktets in bookcase box. 
~ £6.75 
TRICOLOR: Napoleonoic rules - £3.40 


MULTI-SIDED DICE SETS; For D&D etc. — £1.95 


THE STRATEGIC REVIEW: TSR's newsletter -45p 


All the items on this page are available 
from: GAMES WORKSHOP. 

15 BOLINGBROKE ROAD 
LONDON W14 


All the above prices include p&p. Orders usually 
dispatched within 7 days. Trade enquiries welcome. 


ISp 


March 1976 


the newsletter from games workshop 15 bolingbroke road london wa 


The Sundered Worlds 


It's not often that we give much space on these pages over to Diplomacy or its variants due to 
the fact that so many zines are dedicated purely to it. However, this month is the exception, 
The Sundered Worlds is an abstract type of Diplomacy, invented by Steve Doubleday who has 
| kindly given us his permission reprint the rules in O&W which were first printed in Darien 

Settlement 3 by Hartley Patterson. Z 

) The game is for four players and the equipment needed is a pencil and approximately a ream 
of paper per player, 
1. Except for the rules printed below, the 1972 Diplomacy rulebook will apply. 
2. The playing area at the start of the game consists of 5 Worlds, 4 of these being connected 
to the central fifth World as in the diagram shown. oe 
There shall be another movement phase which precedes the (B) E ‘ 
ordinary movement phase. This first movement phase. enables (A) s34% 
q units to exert their power for that move in one of a number of 

Possible ways. (D) 
| {@) the creation of a new movement interface e.g. connection (c) 

of World A to World B. 

(b) the creation of a new World e.g. the unit in World B creates World E which is not, as 
yet, connected to any other World besides 8. 
i (c)the destruction of an existing interface movement e.g. World A is disconnected from 
) World B. 
(d) the destruction of an existing World. This World must be connected to the World 


ey), occupied by the unit so ordering, and may not be a player's home World i.e. A, 8, C or D. 


\ (e) The creation of a supply centre froma non-supply centre. The unit so ordering must be 
occupying the World. 

(f) the degradation of a World from supply centre to non-supply centre. The unit so ordering 
must be occupying the World. 

Avunit may only perform one of the above functions ina turn. Having done so, it may not 
Support or Move in the subsequent normal movement phase. It may, however, be supported 
in Holding its position. 

Retreats are carried out as normal, but because of the nature of the game, units do not 
become extinct should they fail to specify a retreat area. The gamesmaster shall decide 
where an unordered retreat should be made by some chance method. 

Builds may only be carried out on.a supply centre which has been owned for a complete 
year. All years are, as usual, two moves in length starting Spring, 2001. 

A player loses when his home World supply centre no longer exists. The winner is thus the 
last player left with a home World supply centre. Each player starts with one unit on his 
home World supply centre (A, B, C andD above). There are no 'fleets' or 'armies', just 
units. 


Peep ners, Srrde enC Dense I > Suni T e alist Any edleds: Af tas Ned une 
This is OWL & WEASEL and is produced by IAN LIVINGSTONE and STEVE JACKSON. 


@ unit of currency of a well known country which had the ability 
ge at home and abroad, with the utmost ease and it 
‘ =P) iece of paper respect from lesser mortals and envy 
\eleS) Times have changed as have the number of dollars 
re iculed green things known to some as the dreaded 
jaward plunge they would say, "Ah, but the Pound 
lay as it was yesterday blah, blah, blahe.......e." 
‘apply when it comes to buying games from abroard. 
mporting games from the States, noteably TSR pro- 
of the Pound against the Dollar has fallen like a lead balloon out 
2w pathetic all time low of £1.00 = $1.91. Disgusting. 
It's.no use hiding,the fact thatyall the above moaning and groaning is only our trying to offset 
thethorror ofthe announeément lof a prise increase. TSR games are not inexpensive as it is 
and so we 2 anything but pleased to have to announce this increase which is approximately 
10% across the board. This still does not cover the relative depreciation of the Pound against 
the Dollar during the last year but then there's a limit to what people will pay for a game no 
me tter how good it is. All we can do is shake our fists, stamp our feet and generally run up 
and down the st shouting, "Roll up, roll up, get your Empires of the Petal Throne here, 
only £16.75. Buy now before the Pound drops again for it might cost you £57.53 next week 
or maybe more." a 
That wasn't a very cheerful way of starting off an editorial to a supposedly light nearted 
games magazije so we had better change the subject quick, What about this year's Grand 
National? You might recall that last year I correctly tipped L'Escargot to beat Red Rum 
although I admit that I was helped by the fact I was watching the race on T.V. at the same 
time as writing the editorial. What a cheat. So this year I'm going to make a prediction 
Defore the race actually st arts and tell you all to sell all your unwanted games and put the 
money raised on a horse called Barona. I wonder what odds Mick Bullock and his infamous 
Ladbullocks betting combine are offering. Hey Mick, I bet you a penny to a pinch of Sch.... 
you know who, that Barona has got a better chance of winning the Grand National than poxy 
old Liverpool has of winning the Tibetan 4th Division. ‘ 
You might also recall that in issue 11 we mentioned that a game called Petropolis had 
appeared in the States which cost in excess of £490 and the equipment included silver plated 
oil derricks and electronic calculators. Well, here's the chance you've all been waiting for, 
it can now be bought in Britain. OF course Harrods had to be the first but now you can also 
get it at Just Games (1 Lower James Street, London W1) where it costs something or other 
over £450. If you find that a little steep, they also stock a cheaper version which must be a 
snip at £100. Or you could always just go along to have a look in the window to see what a 
£450+ game looks like, it's got to be good. Incidentally, Just Games have recently increased 
their wargame section so that it now includes 40 SPI titles alone. 
Good news for Liverpudlians in that a specialist games shop has just opened in the city. It 
is owned and run by Roger Higgins and is called Games at Kingsway Corner and the address 
is 52/54 Manchester Street, Liverpool L1 GER. We'll soon be twisting their arm to stock 
Dungeons & Dragons ete but in the meantime we wish Roger luck and if anybody has the 
opportunity to pop in, will they let us know what it is like. 
Well, that's just about it again for another month. Absolutely soopa that so many people 
have taken an interest in the D&D Society but PLEASE can we have a few more articles. 
Well done chaps, carry on. of 


On 
SR 


Sryjogdy knows 


gucts, the rate of exchan 
of the sky to the 


— 4 
F.S. Due to popular demand we have decided to stock Railway Rivals again (see back page) 
R.P.S. There isno P.P.S. this month. 
P.P.P.S. Kendall Johns tells us that Waddingtons were not, in fact, the first people to 
Produce Hoppit. It was originally produced by Lotts Toys in 1968. Just for the record. 
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WAR OF WIZARDS 


Despite the fact that fantasy wargaming is increasing in popularity in the U.K., it is still 
relatively unknown and individual players have difficulty in finding opponents. To alleviate 
the problem for Dungeons & Dragons players we have formed a U.K. society (see page 5), 
but until now nobody has suggested anything for postal fantasy games (correct me if I'm 
wrong Hartley as I have not yet seen News from Bree in its new SF/F format). 

Well, I'm pleased to say that Don Tumbull, the patron saint of British postal Diplomacy, 
has now decided to turn part of his attention to postal fantasy games and intends games— 
mastering War of Wizards as a starter. Final details have not been worked out but here's 
the gist of the thing from Don himself. 

1. ....+..it seems to me that the players could send their orders to me at a predetermined 
time and I would keep track of the progress of spells, resolve combat etc. and tell them 
who has been hit. By playing through the post there's no chance that a player could find out 
about his opponent's 'invisible' spells, even by kicking the table over, tntil it's too late. The 
game fee will be £1.50 with my having the right to ask for a bit extra later if the postage bill 
adds up to more than expected. I'm afraid it would be a bit too slow to run through O&W and 
so I'll print individual reports; top of the page common to both players, lower down the page 
divided into two columns, one for each player. Both players would thus get all the top 
information and either tne left hand side or tne right hand side report, but I would be the 
only one to have all three. ? 

With a bit of practice, I could start to introduce some advanced complexities, Dut for the 
first Few games at any rate we would stick to the standard rules. I don't mind taking on two 
or three games to start with - prospective players should write to me reserving a place and 
on the understanding that they will be matched against the next player to sign up, without 
regard to age, creed or sex! Game fee not to be included in the initial letter of application. 
but to be in my hands before the adjudication of move 1. Therefore, please send SAE with 
initial request". 

That seems fair enough and I hope some of you will respond to Don's offer to run War of 
Wizards by post. Just think of all those deadly spells coming through the letterbox at you. 

If he can condense the action into a page, Don will write a report of the first game for O&W 
which should maixe interesting reading. Please remember that if you have difficulty in 
obtaining the game locally, we can supply it (see back page for details). 


BLOCKWORD 


Another word game has appeared on the scene and this one is from Waddingtons. It costs 
£2.00 and is meant to appeal to both children and adults as a family game. The photo on the 
box lid supports this showing a happy, frozen veg, gnomes in the garden, Ford Cortina-typ> 
family enveloped in the game with poor old dad with Kojak index finger. being thrashed by too 
smart kid to the obvious delight of proud mum who has taken time off from the washing up to 
watch this enthralling contest. 

The fact that I don't like the box doesn't mean I don't like the game -— in fact it's quite neat. 
The equipment consists of 25 letter blocks, plastic playing tray and scorepad and the obdject 
is to score the highest number of points by building 2,3,4, and 5 letter words. The letter 
blocks are hollow and interlock top and bottom; the remaining four sides are printed with 
different individual letters. 

Having spread all the letter blocks out, the first player takes any block of his choice and 
places it on any of the 5 locating points on the tray. His opponent sitting opposite will 
obviously have a different letter facing him and as both players only score points for words 
on their own side, attention must be given not only to making words but to stopping the 
opponent from making a word with the placement of any block. This is when the fun starts 
and the game is a must for anybody who enjoys annoying other people intensely — just when 
you're about to complete a 5 letter word, along comes an unwanted letter from your dear 
opponent to turn your PHA-E into PHAFE or something equally useless. After the first 
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player ced his r player may place his choice dlock on any of the 
already played. Play continues in this way, blocks 


r blocks are placed in a square stack, viz: 


In order to count, words must run top to 
bottom on left to right and scoring is as 
Follows: 


2 letter word - 1 point 

3 letter word - 3 points 

4 letter word — 5 points 

5 letter word - 10 points 

5 letter word (diagonal) - 15 points 


A letter may only be used once in a horizontal 
or vertical line e.g. either OWL or LOT 

can scored but not both i.e. the L cannot 
be used twice on the horizontal but can be 
used again on the vartical, in this case LOG. 


0 10 3 0 5 “45 


The game itself only lasts about 10 mini 


which is O.K, by me as if it were any longer 


then perhaps it might 


As far as winning stra 


there is nc Iie it oF cot Es s ¢ 13 
gumioving tape ie eraete ot much to it of course but I would at least siiggest 
(i) If you go first, start bottom laft. 

tii) Build 3 and 4 letter words that easily con “into 4 aid 3 letter words, 

til) Make sure your opponent receives on his side a vils amount of Z's, Q's and X's 

(iv) Eat dictionaries, , , 


HILAR 


RAILWAY RIVALS 


Last month we donated a Page of O&W to Railway Rivals, setting down David Watts's rules 
fore playing the game by post which he would gamesmaster and the moves would be printed 
fa ORM. Well, we have been inundated with one request to play, shame. I know thesa are 
hard times but the game fee is only 309, ‘ 
Undaunted, David has sent us some amendments a iti 

U a = . and additional rules to tho: i t 

issue. First the amendments: ea 

a. Building Stage - rule (iv) Payments to rivals for building in the same hex are reduced to 

1 per half hex (same turn) or 2 per half hex (subsequent turns) 
; plus 1 for the junction. 

b. Operating Stage - rule (iv) At the end of each set of 3 runs, every player may build 
across 8 hexagons (could cost more than 8 units, with moun- 
tains, junctions etc). These builds are sent in before results 
are known, being sent with the ¢ id. 

weenie: > bids for revenue runs. 

1. Relevant rules from Buildin: i i 

g Stage carry on during Operat iati 
Ri eee tice g Ops ing Stage e.g. negociations, 
2. Missed or late moves sent in — no track built, bi joi 
e S fi ut the pli ic 
ean > Player can rejoin the game 

3. Any player missing two successive moves is classedasa drop out. Gamesmaster 

will, at each subsequent turn, invite bids for selected portions of the drop out's track 

4. Building stage limited to 6, turns (13 builds) and Operating stage limited to 7 turns 

(21 runs). 

Remernber that the game we are trying to get started is D (New York to Chicago) and we 

only need 3 more players to set the wheels ia motion. Some of you might not like the idea 

of travelling across the States but surely it can't be any worse than British Rail.. 
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D&D SOCIETY NEWS 


Goody, loads of people interested in this. Besides their names and addresses, the nasty and 
sadistic dungeonmasters listed below have also sent us many of their fiendish ideas that they 
use to catch the unsuspecting treasure hunters more than temporarily off balance. Be it on 
your own heads if you contact them with a view to risking the life of your own characters in 
an expedition down their dungeons! Nevertheless, this month we are going to concentrate on 
dungeon items that will help the novice player rather than those things that will only bring his 


doom sooner. But first those evil dungeonmasters: 


David Read, 46 Crane Road, Twickenham, Middlesex. 

Bill Howard, 19 Rylandes Road, Selsdon, Surrey. 

Dave Grantham, 179 Main Road, Bilton, Hull, Yorkshire. 

Bill Orr, 52 Burnthill Crescent, Glengormley, Newtownabbey, Co. Antrim, N. I. 

Malcolm Davies, 12 Hatfield Road, Dagenham, Essex. 

Graham Reynolds, 10 Wellis Court, Gresham Way, St Leonards O/S, E. Sussex. 

Phil Murphy, 'Carnalea House', 12 Seymour Avenue, Carnalea, Bangor, Caerns. 

Mike Francis, 3 Box Close, Thorpe-le-Soken, Essex, 

Arthur Saville, 6 Lea Close, Noctorum, Sirkenhead, Merseyside. 

Andy Holt, Computer Unit, The City University, St. Jonn Street, London EC1. 

Hartley Patterson, 'Finches', 7 Cambridge Road, S8eaconsfield, Bucks, 

A.F. Marsden, 13 Dundonald Road, Redland, Bristol. 

Tom Kiroy, Manor House, Wilshaw, Meltham, Huddersfield. 

Ian Moseley, 5 Benson Avenue, East Ham, London EG. 

Martin Easterbrook, Physics Dept., Royal Holloway College, Egham, Surrey. 

Mike Westhead, Flat 463, Block G, Northampton Buildings, Farringdon, London EC1. 

Chris Bursey, 20 Beech Road, Slough, Bucks. 

Fred Hemmings, 20 Beech Road, Slough, Bucks, 

Roger Perkins & Pandora Birch, 3 Morton Court, Whitton Avenue West, Northolt, 

Brian Ameringen, Flat 1, 48 Cunningham Park, Harrow, Middlesex, 

Bernard Peek, 6 Hawks Road, Kingston—Upon-Thames, Surrey. 
And some players: ° 

Joseph Nicholas, 2 Wilmot Way, Camberley, Surrey. 

Paul Bannister, 1738 George V Avenue, Worthing, Sussex. 

Granam Lythell, 57 Earls Court Road, London ws. 

Ian Jones, 50 Vesper Road, Kirkstall, Leeds, Yorkshire. 


Perhaps we should have asked for phone numbers as well as addresses but nevertheless, I 
hope the above will help players to find dungeonmasters in their area and vice versa. 

One of the interesting aspects that has come out of this centralised area for D&D is the length 
that Some Dungeonmasters will go to keep their players well informed. Mike Francis sent me 
a 7 page computer print-out that he hands out to his players before the start of his game which 
has up to date information on the players! characters — details of the previous games having 
been fed into the computer and held in store. If you can't afford your own personal computer, 
Arthur Saville might have the answer for you in that he hand writes his own D&D newspaper 
entitled Blackmoor Herald, copies of which he sells to his players for 6 Gold Piece before the 
start of an adventure! Arthur also finds that there can be unwanted arguments over whether, 
for example, 3 or 4 figures are able to fight the Troll ina passage 10 feet wide. To resolve 
this problem, he has made some rooms and passages out of 'Castlemaster' bricks. 

Oh dear, running out of space before I've really got started listing all the miscellaneous items 
we have received. Might have to allow 2 pages in the Weasel for D&D Soc. news in future if 
things carry on the way they have started, Any violent objections from non-D&D players? 
Next month we'll list more dungeonmasters and players and also give you the details of two 


very helpful rings for novice players that Bill Howard has invented. 
HH IL+ 


d use around the universities and with young people 
scene had to follow. I've only ever come across 3 of 
‘published in an obscure Brighton underground magazine 
N* Heads. However, since I've only ever seen the board 
can say about it. Feds 'N' Heads itself was publis— 
5 years ago and thus is perhaps the best-known of the 
ird game - advertised sporadically in Private 
Jerry productions = a small group of Welsh 


J t Sant ely 
tiese = 
thatescene, mans i Ey 
Feds 'N' Heads d by that grand-daddy of the underground cartoonists, 
Shelton (0 Brothers fame), The board depicts 13 dealers all connected by 
3 series of paths and by travelling around the paths (on dice throws), players attempt 
to land on dealers to buy (‘score’) ounces of the deadly weed, The first player to 
cellect a kilo/(35 ounces) wins. On the way round, though, players inevitably land on t 
either ‘green or réd squares and must/then take either a green ‘Wierd Tripst card (which 
are a mixed blessing) ‘or a red ‘Burns, Busts, Bummers and Rip-offs! card, which are def- 
inately to be avoided. 

There is a Home Base/Start square in the bottom right-hand corner of the board, from 
which all players start with $50. They set off on a path which leads to "Groover McTubert 
the first dealer, and from there they have a choice of paths leading to various parts of 
the board. On landing exactly at a dealer's, a player throws two dice to find the price 
per ounce and then decides whether he wants to buy up to the maximum number of ounces 
(printed on the dealer's square) at that price. Groover and his neighbours (ie. all the 
dealers close to home) are small-timers and only offer one or two ounces per deale But 
the other end of the board ~ the “Heavy Country" - is where all the big deals are to be 
obtained, Skinny Benny, for example, will let you have up to 5 ounces, while the king-of 
~tem—all, Norbert the Nark, will sell you 8. But beware of Norbert! Being a Nark (infor- 
mer), there's a chance that he'll bust you if you turn up a double throwing for the price 
per ounce! Heavy Country is also a risky area, with a greater concentration of red 
squares. 

Undoubtedly the best feature of the game is the artwork, not only on the board, but 
also on the cards. For example, one of the Burns, Busts, Bummers and Rip-offs cards 
reads: "You inhale a still burning joint trying to smoke it down to the very end. Go to 
Free Clinic; pay $15." and there's a,little cartoon of a bulging-eyed freak with a mouth 
iike a cat's bottom and smoke pouring out of his ears! As far as the game goes, though, 
there's very little to it; simply throw the dice and move your counter. Very little 
inter-player competition. 


Bust is a similar type of game, played on a board which closely resembles Wadding- 
tons’ Careers. Players set off from the Start square with a Deal card, two Port cards 
and a handful of cash and must travel round scoring at the port areas of Katmandu, 
Marseilles, Beirut and Acapulco, and selling at London, Amsterdam, New York and Munich. 
The object is to make moneys 

By throwing two dice, a player moves round the board and may enter any Port Area 
for which he has an appropriate card. The Port Areas are side=tracks (12 squares long) 


off the main track and to enter, one simply moves up and pays in the Port Card. Along t 


the Buying Port squares, a player may buy a deal on any square, but there is a crafty 
little twist here which is the major innovation of the game. The price you pay per deal 
decreases the further round the Port Area squares you venture. For example, 80 wts. of 
Grass will cost you £6,400 on the second square, but only £2,400 on the 12th square, p 
But. if you're feeling greedy and leave your buying too late, there's a good chance that 
your dice throw will carry you right out of the Port Area without the chance to buy at 
alll The procedure for selling is similar. 

By buying and selling in this way, players amass huge profits which ean later be 
used to hire "Heavies', Heavies can be placed on the outside board and any player landing 
on a square containing an opponents' Heavy loses any deal he is carrying. Finally, after 
doing a certain amount of dealing, a player takes on ‘Superfly! status and may throw 
3 dice instead of 2 (enabling much quicker travel around the board), But apart from these 
little niceties, there's not much of a game there and the graphics are, understandably, 
not quite up to Mr. Shelton's standard. The outside track comprises various cartooned 
instruction squares, such as: "Take a Karma (Chance) card.", "Score some speed from 
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Cbscure Games (Cont 


friendly spade - take another turn." One 
particularly nasty one is: "Brown Sugar - 
it's your turn to make the tea." — you must 
go and make everyone a cup of teaJ 


1829 


It's disgraceful that the Weasel 
hasn't yet reported on 1829 - undoubtedly 
the best railway game available in Britain 
(Ooops! Sorry David ~ you're a close 
second...). It is produced by Hartland Trefoil Ltd, a relatively new company to the 
games scene, and sells for £6.95. 

Essentially, 1829 is a stock market game, as the object is simply to make money by 
buying and selling shares, But such a title hardly gives credit to its scope, as the most 
enjoyable aspect is the building and running of the different railway companies. It is 
a historical game, simulating the cut-throat competition between companies during the 
period of development and expansion of the country's railway network. 

Each player starts simply with money, and the rest of the equipment is set out. 
The board depicts England &. Wales covered in a large hexagonal grid, with various towns 
etc. already marked, and a number of plastic pieces are placed on the board to represent 
mountains. There are 10 different sets of share certificates (one for each company), 
cards representing the 4 private vailways and 5 steam packet lines, plastic counters, 
personal and company money, and a large number of hexagonal track pieces of various 
colours, representing track at various levels of development. There is also a share 
price index which plots the current value of each type of share, 

Each complete turn has two phases: a share buying and selling phase, in which shares 
are bought and sold; and an operational phase, in which the director of each company 
performs his operations for the turn, 

The share transactions phase lasts until everyone has had enough. Shares are offered 
up in a strict order, company by company, and only one may be bought per option. Once 
6 shares (out of 10) in a company have been sold then that company becomes operational, 
and its director - the player with the majority shareholding ~ is given that company's 
starting capital and bits and pieces. There is usually a mad scramble for directorships, 
as the directors have all the fun in the gamed 

During the second phase, the directors operate their railways. First of all, their 
surveying party is sent out to survey a new area. Then a Piece of track is laid on a 
space which has already been surveyed. Next, the company's profits are calculated. The 
director must then decide whether the profits are to be ploughed back into the company 
or divided as profits amongst the shareholders. If the former, then the share price 
drops, but if the latter, it-rises. Lastly, he completes any transactions he feels nec- 
essary, eg. buying trains, demolishing mountains, establishing stationmasters, etc. 

Although these two phases have been described in a couple of paragraphs, there is 
quite a bit of depth to them. During the shares phase, there is an initial burst of 
buying until everyone has spent out, and then things become quite tense. The method of 
rationing out shares (one per option) is quite neat, but does have drawbacks. On the 
one hand, it prevents the first Player taking outright control of the first company 
(although he usually gets this anyway), but on the other hand it means that the positions 
of each player (ie. seating arrangements) become of crucial importance. A variation that 
we tried once was to change the order of play (by chosing numbers from a hat) each turn 
- tedious, but a slight improvement. Also, the fact that private deals between players 
are not allowed is a bit unrealistic; if these are allowed, the game becomes much more 
competitive. - 

For the sake of clarity in this brief article, several important features of the 
geme have been left out. For example, as the game progresses, it passes through various 
different phases. To begin with, only the simplest type of track (usually straight or 
curved single-section track) may be used. Later on, this oan be developed by being re— 
placed with forks and junctions, while later still, these may be developed with multiple 
junctions, flyovers etc. As track becomes developed in this way, the board becomes quite 
a masterpiece of engineering! 

The only major drawback to the game is its length. Play continues until the bank is 
broken and all personal cash is held by the players. As the bank starts with £20,000, 
this will obviously take more than a lunch break. It really is a convention, or student 
weekend ~type game...+.but definitely one of the best. 


++ HeP. Stonecraft ++ 


++ SJ ++ 


I5p and your problems are solved. 


AlLthe best, 
Peter Chenry 


+4What an absolutely brillo idea Peter, 
now why dida't I think of it? No more 
having to move the bird cage, piano and 
Graray into the kitchen so you've enough 
space left in the lounge to spread out all 
the track hexes. IL++ 


Dear O&W, 


lam. seeking correspondence with anybody 
who is interested in castle architecture 
and construction costs. The reason is that 
I'm trying to work out some BLILDING/ 
SIEGE DESTRUCTION rules to improve 
D&D in a project for Gary Gygax of TSR. 


Regards, 

Mark Leymaster 

P.O. Box 2569, Boston, 
Mass, 02208, U.S.A. 


++Well Mark, I know Americans think 
"Little ol! England" is nice and quaint but 
I assure you that most of us hav2 now 
moved out of our stone fortresses and 
into semi-detached suburbia and, asa 
result the demand for castle architects 
has fallen rapidly over the years. Still, 
you never know, somebody might answer 
your call - they're a strange breed these 
Owl & Weasel subscribers, IL++ 


Dear O2W, 


Iam very impressed with your newsletter, 
partly the contents, but mostly the loosely 
bridled enthusiasm which suffuses it. 

I have had some mixed dealings with big 
brother Games & Puzzles dut it seems to 
me that they are suffering from giganticism 
or professionalism as Don Revie would call 
it. They might easily pass as a sub-unit of 
IFC. 

I make this point only to stress my own 


view that games should be played, thought about 
written about and invented with purer motives 
than the real world allows, 


Yours sincerely, 

Mick Harper 

Dear O&W, 

With reference to last month's editorial, I would 
have thought Games Centre's reason for not 


taking O&W is obvious: you should be flattered 
they consider you a danger to Games & Puzzles? 


Cheers, 
Hartley Patterson 


+Say 19 more. IL++ 


Dear O&W, 


Having read your description ia issue 12 of the 
game you call 'Flunk! I thought you might be 
interested to know that this was played exten- 
sively in California when I was a student 10-15 
years ago, with a few variations. We only 
counted one point for a trick taken and we always 
stared with the largest number of cards ina 
hand and worked down. This seems more int- 
eresting as the last, small hands become 
matters of lick and the relative fortunes of 
players are made and broken dy the last hands 


e.g. with one card hands and the first bid, what 
do you bid if you have the two of trumps? We 
also required the’ last bidder, i.e. the dealer, 
to bid so the total bid was unequal to the number 
of cards, and we considered it a disadvantage 
to bid last. We called the game ‘Ten Down', 
although we started with the largest possible 
hands, or 'Oh Hell' since the dealer almost 
invariably came up with this phrase at some 
point when he had been informed that he could 
not make the bid he had just tried. 


Yours sincerely, 
David Singmaster 


Dear O&W, 


Did you know that in his last newsletter, 
Malcolm Watson (SPI/UK) said no British 
zine existed for boardgaming. You had batter 
send him a copy of O&W with a writ. 


Cheers, 
Charles Vasey 

+#Thanks Charles but Malcolm Watson does 
not credit anybody other than himself with 
contributing anything to the British games 
scene since he took over SPI/UK which was, 
incidentally, handled by Don Turnbull and 
myself in the early days. IL+ 


USED GAMES 


What are all these used games doing in the Weasel when theresusually only one or two? Is it 
some sort of conspiracy or are SPI using these pages asa revolutionary new type of waste 
disposal unit? No, none of those, the answer is that Don Turnbull has decided to sell off part 
of his games collection (note the word part; just how many are in the whole collection Don? ). 
Well if you do want to buy one or more of his games, this is what you doooo00.....6. : 
Send your order to Don Turnbull (5 Greenlands, Red Cross Lane, Cambridge CB2 2Q@Y) and 
enclose your cheque/P.O,. made payable to him. The games will be sold on a first come first 
served basis and disappointed customers will obviously get their cash back. You can always 
nominate a reserve choice in case your first has been sold. All prices include postage and 
packing and any buyer should allow 10 days or so for delivery. Now class, cheque books open. 


Section A - games which are as new (counters uncut). 


DUNKIRK (Guidon Games) £8.00 BATTLE FOR GERMANY (SPI)* £1.50 
PANZERBLITZ (AH) ; £7.20 FREDERICK THE GREAT (SPL)* 4,50 
(situation cards photocopies, not original) K.G.B. game 1 (Waddingtons) £2.60 
SPARTAN (SPI) £4.20 TEEKO (John Scare) £2.50 
a £4.20 SCARNEY (John Scarne) £2.50 
£4.20 THE PENTAGON GAME (? 

YEOMAN (SPI) £4.20 ° - nica 
LEGION (SPI) £4.20 (Teeko and Scarney are abstract games) 


Section B - games which have counters punched out otherwise unused or only used once 


UNKERQUE (Sim. Design Corp.) £7.20 


THE EAST ¢ 

RICHTHOFEN'S WAR (AH) £7.20 YEAR OF HE oar ee Se 
BASKETBALL STRATEGY (AH) £6.40 KAMPFPANZER (SPI) £4.00 
SOLOMON'S CAMPAIGN (SPI) £4.00 ARDENNES OFFENSIVE (SPI) £4.00 
COMBINED ARMS (SPI) £4.00 PANZERARMEE AFRIKA (SPI) £4.00 
BULL RUN (SPI) £4.00 SEELOWE (SP1)* £1.00 
SINAI (SPI) £4.00 AMERICAN CIVIL WAR (SPI)* £1.00 
DESERT WAR (SPI) " £4.00 FALL OF ROME (SPI)* £0.75 
pec eee (SPI) £4.00 NAPOLEAN AT WATERLOO (SPI)* £0.50 
cae (SPI) £4.00 EAGLES (Games Des. W/shop)* £1.00 

ORCE (SPI) £4.00 IMPERIALISM (Flying Buffalo) £2.00 


Section C - other games which vary in condition From A (as new 


~ hardly used) t 
and clean but used Frequently). paises) Hee reomp ete 


BRAT SHIN GOL (Conflict) (A) £1.00 AIR CHARTER (Waddingtons) (A) £2.90 
ica a a £6.80 GAME OF NATIONS (W/tons) (A) £3.10 
RINE £3.70 SPECULATE (Waddingtons) (A) £2.50 
eats (Gamut of Games) (B) £1.20 CAMPAIGN (Waddingtons) (B) £2.00 
oe sk beatae: (A) £1.60 - CONFRONTATION (Ariel) (A) £1.80 
sone a (Min. Warfare) (B) £3.00 DEALER'S CHOICE (Parkers) (A) £2.70 

v MEADE (Command Series) (B) £1.00 CABBIE (Intellect) (B) £2.30 
VOLUME 1 (9 games)(Co. SeriesA) £12.50 SPACE:1999 (Omnia) (A) £2.50 


Section D - anything else. 


Two early and rare SPI Test Series Games: ITALY 
The prices for these do not include p&p as they are 

unlikely to travel more than a few yards through the 
want to risk receiving them by rail, write to Don wh 


(£1.50) and CHICAGO CHICAGO (£1.00) 
both mounted on ply and are, therefore, 
Post and so personal callers only. If you 
io will quote you the extra for carriage. 


Phew! Quite an impressive list and if 


anit counters, you are wondering just where you could store all those 


turn over the page and the problem might be solved 
( *= unboxed) bier 
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FAST »sCARRIERS 


This isfAnother game from the’ SPI collec’ tion and costs £5.45. Although this is slightly more 
than uguial'y’theré are (wo counter Sheets and a stack of other printed sheets to account for 
the cost. ‘SPI rate*the game at Sornpt=xity level 8. 
Thedb ject! of the game is to ecreats ain/sea operations from 1941 onwards including one 
hypal isal,and one futuristic game. 
The map/sheet consists of 6 maps;ione tactical upon which airstrikes are performed and 5 
araamaps depicting the Coral/Sea-Solornons, Central Pacific, Sea of Japan, Tonkin Gulf 
Denmark Straits upon which-Ship movement is made. Counters are given for single ships 
are marked with the American abbreviations (DD, CA etc) and not with silhouettes. 
resent flights of 6 aircraft and ar2 printed both sides to facilitate step 
ction. The equipment also includes 2 shaots of paper marixed with search pattern tem—- 
sheets for task force display. Movement on the area maps is of single counters 
senting complete task forces. In the WWII scenarios, players have to use search air- 
craft to find the enemy forces and disco’ their composition (although reports can be in 
arch effectiveness counters). Task forces may also change 
mating continual search necessary. Searches are done 


aft counters 


error depending on a system of s: 
composition during the night mo 
on a probability basis depending on the number of aireraft involved which is preferable to the 
usual number calling search method. When found, airstrikes of up to 6 waves may be launched 
which may miss altogether but if they do not, then ships and aircraft are transferred to the 
tactical map on which aircraft movement, fighter CAP attack, flak and air-to-surface attacks 
are carried out, each wave having 6 moves in which to pe-form. Endurance of aircraft has to 
be kept track of - counters and special tracks on the tas force display being provided for this 
purpose. Aircraft out of endurance are lost as are those which fail to land by nightfall. 

The nae track appears a little complicated at first but it is easily sorted out. Each day is 
divided into 4 hour segments in which surface-tosurface combat takes place, ships arz moved 
(maximum 1 nex per 4 hours) and searches are carried out. Surface-to-surface attacks 
during the day take place between task forces in the same hex and have a 50% chance of occ— 
uring if only one player wants it. At night it is possible for two task forces to miss each other 
2ven if both wish to attack and fighting can occur at night even if neither player wishes itt If 
either player desires, the operational segment is used in which ‘each game turn is sub-divided 
into 4 x 1 hour moves during which aircraft are refueled and armed, launched, landed and 
used in airstrikes. Airstrike movement is at the rate of two area map hexes per op turn for 
prop aircraft (Four for jets). Within each op turn there are as many tactical turns of 6 moves 
each as are necessary to resolve airstrikes on the tactical map. 

For the nationalists amongst us, Sritish units do make their appearance in three scenarios. 
My only criticism so far is that errors appear to be present in the orders of battle. Ina 
Pearl Harbour game for one player it is physically impossidle for the Japanese to achieve 
their victory criteria. In several scenarios there are errors in the air unit distribution — how 
does one get 15 flights of aircraft onto an aircraft carrier with a maximum capacity of only 
14 Flights? 

If anyone is interested, playing against myself, the Japs won every battle except the Coral 
Sea in '42, including Midway which was won by using all fighters in Japanese CAP patrols 
and sending Japanese bombers off unescorted. American airstrikes were thus minimised in 
their effect and some Japanese bombers got through to cripple American carriers. 

I have not yet played the modern scenarios which are played in a slightly more simplified 
form, so I am unadle to comment on the Russian performance. 

Altocether I think this is a worthwhile game, if only for some of the more eccentric scenarios 
that can be invented e.g. how would the Japanese fleet fare against a nuclear guided missile 
cruiser. Interesting. d 


++Ian Moseley+t+ 


+4-Thanks Ian for your fine contribution to the pages of O&W but I'm afraid gang that Tan's 
article was the only article that we received from you despite our recent pleas for help to 


stop us being forced to go bi-monthly. Please do what you can even if it's only half a page. 
This is Owl & Weasel calling, Mayday, Mayday..-.cses.eeeeee IL+- 
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SUGUYS GALGHOAR 


Although gamesters are, on the whole, starved of events and exhiditions related to their hobby, 
things are not made any easier by the infuriating fact that on the rare occasions that they do 
happen, they can easily be missed due to lack of adequate publicity. We therefore propose to 
publish on a monthly basis a calender of games 2vents for the month following publication. If 
you are running/organising/helping at/going to/know of any worthwnile events that you think 
other readers might be interested in attending, then let us know and we'll publish the details. 


DATE 
22nd — 27th March 


VENUE EVENT 


Knight Games 
33 Old Compton St 
London W1 


Fantasy Game Week — culminating 
with a full scale game of Dungeons 
and Dragons run by the Workshop 
and the more people who come 
along to join in or just watch the 
merrier. Dungeons open at 

11.00 am on Saturday, 27th March. 


29th March — Knight Games Grand Manoeuvers — week of ooard 
8rd April 33 Old Compton St wargaming. Special games 9n 1st 
London W1 and 8rd April. Showing of campaign 
films. Evening events. Games 
room available. 
& 8rd April Royal Baths Assembly Militarama '75 — militaria and 
Rooms model exhibition fair sponsored by 
Harrogate Military Modelling. 


8rd & 4th April Post House Hotel 


Southampton 


Southern Militaire — warming and 
painting copetitions and trade 
stands (we might be there). Doors 
open at 10.30 am both days. 


8rd - 10th April Knight Games 


. 83 Old Compton St 


Shogi — introduction by members 
of the London Shogi Club. Special 


London W1 sessions on 8th and 10th April. 
10th April Chelsea Town Hall Salute '76 — South London Warlords 
Kings Road annual exhibition of wargames, ~ 
London SW3 painting competitions and trade 
stands (including ours). Doors 
open at 10.00am. 
17th April Knight Games 1829 — special demonstrations and 


troduction to the game by the 


83 Old Compton St =} 
inventor, Francis Tresham. 


London W1 


Regretfully, for some of you, most of these events are happening in the South. Hopefully next 
month there will be better news for people in the North. 


SUBSCRIBE 


Make sure of your monthly Weasel by taking 
ovt a subscription. Just send any.amount of 
money over £1 (cheques/PO's made payable 
to Games Workshop) to us at the address on 
the front page. You will be credited with thi: 
amount and sent copies monthly until your 
credit runs out. Each issue costs 15p plus 
postage per month. 


++IL+ 


Asa result of selling a large chunk of his 
games collection, Don Turnbull is offering 
one of his two BISLEY 20-drawer steel cab— 
inets for sale. Dimensions are 16"x11"x26" 
high and each drawer (15"x9%") contains a 
plastic liner which provides for 35 compart— 
ments about 1%" square and %" deep and is 


ideal for storing unit counters. The cost is 
£19.50 plus carriage or call round. 


WW 


